ELIMINATION RUMMY

4               The play, which is exactly as in 500 rummy, ends when
The Play   one player goes rummy. If no one goes rummy before the

stock is exhausted, each player in turn may pick up cards
from the discard pile to make a meld and makes a discard
of his own. But as soon as a player cannot pick up a card
to make a meld, play ends.

5               At the end of play, scores are counted as in 500 rummy
Scoring    with these additions: A joker counts 20 points. If a player

melds a complete set of four in one turn, they count double
the value.

When a player goes rummy, his side scores an additional
25 points.

Partners' scores are added together and a single net score
is tallied for the side.

Game is usually two or three deals, with the side having
the highest net score at the end of that period being the
winner.

ELIMINATION   RUMMY

(Also known as freeze out or Java rummy,
and by other names)

This game is played as in standard
rummy with the following differences:

Any deuce is wild, which means that the holder may call
the Cardt it any card that he wishes. One or two jokers may also be
and Deal added to the deck, and they are also wild.
Each player is dealt 7 cards one at a time.
2             If a player wishes to meld in his turn, he must do so before
the Play   drawing a card. If he does meld, he may not discard.
A player may either meld all of his 7 cards in one turn,
i.e., go rummy, or meld 6 cards if his seventh card counts
5 or less. He may not make his melds in installments.
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